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WARNtNG: PLEASE READ THE ENCLOSED CONSUMER 
INFORMA DON AND PRECAUDONS BOOKLET CAREFULL Y BEFORE 
USING YOUR NINTENDO’^ HARDWARE SYSTEM OR GAME PAH. 


ljl;ensed by 

(Nintendd) 

NINTENDO, SUPE^^ NINttNOO 
ENTER UINMENT BYSTEI/ 

AND THE OFFICIAL SEALS ARE 
HEGISTEnED TRAtlEMAHKS OF 
NINTENDO OF AMERICA INC 
c: 19131 NINTEnLjC) of AMERICA INC. 



THIS OFFICIAL SEAL. IS VOUfl 
ASSURANCE THAT NINltlNOrJ RAS 
AEFmOVfitl T*1E OUALITY OF THIS 
PHOOUCI. ALWAYS LOOK FOR THIS 
SEAL. WHEN HUYINC CAMES AND 
ACCESSORIES 10 ENSURE COMPLETE 
COMPATIBILITY WITH YOUR SUPER 
NINTENDO ENTERTAINMENT SYSTEM 
ALL NINTENDO PRODUCTS ARE 
LICENSED BY SALE FOR USE ONt Y 
WITH OTHER AUTHORl^EU PMODUCfS 
BEARING THE OFFICIAL NINTENDO 
seal OFQtlALITV 
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Powering Up 
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Okay, lislefi up, Tliis is IJeiijt^ua-Eil I’alrick 
'Im) talking. My tiiicle KtiEinclh was right, 

I am g(>]ng lu ht^lj) li'j^lie gel lxu:k tiie fadt)- 
iT; my fatliiir'sguriLOno iurlliistiiTif: 'unJ lie 
I las 1 u ] slopjx.'< I, S 111 cc 1 pursu 11 a ] ] V 
d(.'signL‘d thosixiirity systom and I kfiuw a 
tlmigor twualwHJi cafiKMitlagiy ]'ll Imj 
work i fig Idiiiid ihoscuties lo hoipout. liitl 
now you imi lo knov^’ how'' you can hdjj 
Lc^^Jio, atul I'm licrc to idl you. 


1. Make snndlin |H3w^cr switch is OFF. 

2. Insert tlif 'TOKV^Carucl^akas 
dL-scrilM'd iik your NIMI'.NJH)™ 
](NTHKTAI>JMKNTSVS^I'KMT^manii[il. 
Turn the |K3Wcrswil.cfi (>\. 

i 'I'he Title Siireen wiJJ api>{Mr, 

5, TO STAR F; ITisli ihc^ START BMTOS 

oiulie game controller. 

Vou’ll si'C a[HiItrodiid^sry^ screen that sets 
u|HMtrsiory, followed by anolher screen in 
w'lkidi [ talk some strategy watli hislie, 

'['hen get ready to kick soi tie serious toy! 
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Good Toys vs. Pud Toys 


Tin: only w-ay we can win this thing is rt) get 
to thedeneraks tlomiiiand heuterjind .shut 
[dm down, hut it's nol gonna be easy. My 
dad's got his war toys iHi patrt)! every- 
wltere, aiul wliat's Irieky about them is that 
they look like ham dess kids'toys. Tmuble 
is. theykl just :is soon shmit I.eslieas look at 
him! These nasty suekei's are as threaieuifig 
as any reahlEI'e military weapons[ 

(dir otlier problem is tbe (leueral can watch 
Leslie's every nnive with his laser-Eirifig 
Security tianieras, So wliat we have lo do 
first is battle through 3 major Iteavily-ijro- 
teeted areas, fighting offeverythitig Dad can 
throw at tis, imtil weean take out all tifthat 
I eve]'s See u r it y Can ua'a.s, Wl le f i w'e gd all 
ol'tliem, we move on totlie tiext level. 




When tuy father look over Zevt) Toys, he 
locked up all the Livable old toys la's He a fid t 
pkiyed with wlieEi we were kids. Well, 
that's about to change. 

hesli les me, the only otlier tnends Uislte can 
counton areiheliood'Eoys—aitd by that 1 
mean ihettiys that want lo help him, not 
1 HIli him. I'm going into deep cover .so I can 
supply Leslie with as many tkxKi Toys as he 
] itaa is 1 0 c mi e I! te [ kid on es. I ‘ 11 be 

feeding them to him as quick as I can in 
lliese lirst 3 levels, so tiy not to wacste any! 
H’be heneralT toy battalion is armed anti 
tiangEirons and leslie needs all llie !iel]> lie 
catigel. 



*Tf 











Contra/ling /jcsiie in Levels IS 


mi ihis Su|)tr NHS cojitrollcir 
di:igr:im to see how you can t:()iUrol 
in tlic first ihrffi lovels: the Toy Tactona the 
('[ildteria, and the Wan^lioiist;, 


LfP 





/.eslie’s Stutus Area Levels IS 


Jay 


Nujiibcr tit 
Livfjj 
Keiiminiiig 

IVuiiilHrr (if 
SvItTtctlToy 
Hemaiiiiiig 


Power .Hcler: 
^iiiiih«ror 
licks Ivfl in 
Ciirrent life 


I ji;sl k sSta r1 sS 11 1 e ga 11 le wi 1 h a kw \ ivc^s. IJ vi/s 
arc only active wiicn Ihc ligliLs in ihc: stains 
area are lit. The numlxir {}f lights lit is e(|ual 
to the ]lumber of lives available. Ifla.'^ilie 
aceiiTiuil ales more tl^aii lives, the fihli 
light beconu^sa sign. 

Wlieii U;slie is hit by an enemy or a bretl 
projectile, a tick ol' power will hi; ileducti^l 
from his l^>wa:r .M(;ter (see Ixilow), I( [ji^lie 
should lose [l life in Irvels l-^. a hole 
appears and lie falls through it. re-appear¬ 
ing somewhere else in I lie area. 

In all levels,, if Ix^slie picks up a heart icon , 
he'll gel an i?xira life. 


Powf'f’ Metvr 

II i fe “ 51 ick s oi' po wer, ma X inn I m. 

k'slie cannot aeciimulate more than 5 
power ticks per life; asign will f!of lx; 
displayed. 

III la;vds ]-3, if ljeslie picks up a 

friendly Zevo 
eiepliaiil logo, lie'll 
regal 11 11 ick t )f pi i we r, 

[n the final level on I vM he 
Manhattan MimIcI—U; slic will 
be able to collect batteries 
that resti^re licks of [)ower. See page 21 for 
tnore det:tils. 

lov Invt^ntorv 



To cycle through the different toys Ijcslie's 
eolleeted press the TttP Rl(iHT 

to sc mil ahead; use the TOP LEtT 
BttTTOIN 10 scroll hack. Tlie lights klow 
the Toy [nvenlurv’ display show how many 
of the selc'etctl toy li;slie has in his pisses- 
siom If Leslie accumulates more (!(hxI Toys 
than the display can show, the kisi light will 
become asign. 
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Collecting Toys 

iw Irvt'Is I—I he Good Toy?; can use 
a^aiusi the (icnerars dangerous toys laisi- 
cally fall iiito 3 categ^me^i: 

Frt' i 'st a n di f I hys 

Tliese are toys that can Ir (uuiul out on the 
ll{n>r ofiliese levels, waiting to ht: activated. 

To activate a Frecjitanding Tt»y, move 

Ijeslie along until he touches it. 


FREES'] ANDING TOYS 

JACK IN THE B«)X 

Springs onl, hittiiig liad Toys iJi the 
immediate vicinity. 

SOCCER BALL 

Qm k kicked. 

BALLOON CLOW 

halkxjn inflates, then wildly deflates. 

FlRin'RtCK 

Miist be pushed along. 


H 


Spotivrs 

This typt; ol tciy conies In a neatly-u'rapi>etl 
gift box. Kach gift box contains a i|iiantjty 
of a particular type ol'SjK>tter. 'I'o colkxit 
Spotters, [jeslie simply has lofouch I lie gift 
Ixix. The lx>x will llieu pop up, hit ihe floor, 
and burst o(x:n — revealing the tt^ys inside, 
which Leslie has to pick up. After lie does, 

I hey will immediately enter iiis Toy 
Invtiitory, 

A Spotter is a toy la^slie actually 
needs to place down or "^spoC’ on 
the floor in order to activate. Wlieii 
a Spottca is sclectal from k’slie's 'Foy 
Inventory, it II a]>|xiar in his hands as a gift 
box, similar to t he one it originally came in. 
[t now awfitls activation. 

To activate a Spotter, press the TOP 
RICH r/LEn BUTTONS to display its 
name in Ihe Toy Inventory Status Area. 

Yoir It see that kslie is now holding a gift 
box. Movi‘ kslie lo a strategic ka alion and 
press BUTTON A. kslie will place ifie hejx 
on the IliMir, the bo.x will disappear in a puff 
of sriHike, and the toy will spring into action. 


SPOTTERS 
TOY CHEF ' - 

Spins around nmdoiTily and bikes ofT 
in a nindom direction. 

WIND IfP DUCK 

AttempLs to fionie in on and 
automatically ht*ads for Bad Toys. 

TOY ELEPHANT 

Attempts to home in on Had Toys and 
quickly takes off in pursuit. 

KOOTBAIJ- PUYER 

Travels in a straight line from where 
iTs set dow7i, mowitig down Bad 'roys 
in a Kig-:iag pattern. 

RACE CAR 

Runs in a figure-eight pattern. 

TRAFFIC COP 

When it liolds up a stop sign, all Had 
Toys in the arc^i freeze and are vul¬ 
nerable until the no sign is flashed 


D 







Collecting Toys (Contd.) 


Projeciihs 

ll^is is the tvjx^ of toy or novelty item lliiU 
cait he fl/roam^ rolkil orshoL It’s colleci- 
wJ in gift-wrapped l>oxes tlie stuiio way 
S[M>tiers are. Ijnlike Spotters, though^ 
it will only appear in Leslie's hands 
when activated. 

To activate a Projectile, select one front 
the Toy invunlory and ]tress BDTTON A. 

Since he doesiTl have to place them on the 
l](K)r Uj use iJiem, Projectiles come in liaiKly 
wiieri liislie needs to hit a target t|i]ickly or 
from a distance. 


PROJEaiLES 

BOWLIING BAU 

Rt)llji along lloor and iHjunces f)fF 
walls. 

PEANUT GUIN 

Rapidly fires peanuts. 

SPINNING TOP 

Spins around erratically. 

PIE TIN 

llirowii low, it l)ounces 
erratically. 

FLYING DISK 

llirown higher, it [xtunces {jffobiix:Ls 
and drifts d{)wai slower than the Pic 
Tin. 

CUSTARD PIE 

Acts like die Flying l)isk, but doesn't 
Ixiunce. 

TOMATO 

fhis a high trajectory . It's the only item 
than can hit a helicopter. 

WATER BALLOON 

After it hits, it leaves bellind a fxiol of 
water, deadly to Bad Toys. 


WARNING: S/xMers and f^tipcHies 
um if iastjbm>er-tli(^> il nnlii 

they hdti tmlL a tami, ordmrituiiiid- 
mi timers run out. Timen: m r^- with 
each t)fje oftry, Mioys witi disappear 
afkr a time if mt used or actimfedf 


ID 


The find Toys 

like I saiil kfore, donT let their looks fiKil Observe these react iems closely and com mil 

you. Ilic-se are no swol and t tiddly clilies. them to memory! V< ju re on your owai here! 

Most of them will damage or ininiHlEately 
destroy (IoikI Toys. The same is triic for 
their effisls on Usiie. 


BAD TOYS 


GRENADE BALLOON* 

SOLDIER* 

Drifts randomly until it pops open and 

Tracks Iislie, then drops dow^ii to a 

grenade falls out, which explodes on 

prone position, aims, and fires w hen the 

impact 

target is within range, 

TIME BOMB BAIIOON* 

SPIDER* 

Drifts randomly until it pops open and 

Hides in corners and behind partitions. 

bomb falls out, w^hich ticks down, rings. 

Some creep horizontally, some vertically. 

and explodes. 

HEUCOPTER* 

POGO BEAK* 

Pursues Ijeslie wilii varying degrees of 

Uses patten led movements as it attempts 

intensity. 

to hop on its tirget. 

SIJME* 

EXPLODING ELF* 

f>07es up ftom a grate, then slides along 

Marcias randomly, then turns and its hair 

slowly. Can be lurtxl back into another 

catches fire, acting like a fuse and burning 

grate. 

down to an explosion. 

JEEP 

WALKING BOMB* 

Has several tlifferenl driving paltenis. 

Similar to Elf, except it tracks its target 

Stinie lie in wail behind partitions; stjme 

lielbre igniting its fuse. 

fire at targets. 

JET 

TANK* 

Flies by dropping paratroopers. Its alti¬ 

Will rotate and move toward target, fir¬ 

tude is tw high to have an effect on Ijeslie 

ing upon it. 

or GtKxlToys. 

BULLDOZER 

PARATROOPER 

Can push Leslie or Good Toys off the 

Dropped fnim jets and is harmless until it 

.screen. 

rejiches the ground and transforms into a 

ROBOT CRATE* 

Soldier, 

Has a patterned movement and mows 
down everything in its path. 


* This Bad Toy can operate in ""Pui^uit Mode.” It may liojiie in on and target either 
l^lie or a Good 'I'oy, and w ill navigate right toward them! Non Pursuit Mode Bad 
Toys will either roam around or move in a rhythmic pattern. 










Toy Tips 

Toys [utve all sorts {)l'd'tes on oath otlicr 
aiul U'slk^ Soiiit^ will kill ihdr ktr^uls uf)o]] 
contact, odians will lake away licks of 
power. ]lore's some more iIri[joriai 3 t iiilo: 

■tlmalToys (ioiiTsluMa. They nntsi conio U\ 
eojilael wiili tlie Ikal Toys lo k effective. 

■Soldiers. Tanks, atujjec[)s are the only had 
Toys dial will shfn)! dlliLT Ijcslie or the 
EkKnl'Ioys. 

'Yt)u can sec the had Toys fire. IhiI yon eaiTt 
see the ]>roieetiIe I hey shooi, so |^c! b^sllc 
(HU of the line of lire as fast as you can. 

’Differcut flood Toys have different effects 
on ihe Had Toys. For exan]])lt:, sometimes 
diey’ll IxHh exphnie, sometimes die Had 
Toy is jiisl stuniietL 


■If a (lixxl Toy has simissfully stun tied a 
Had Toy, keep atiackiii|t until it’s 
destroyed. I l\'Ou leave a si n n netl Had Toy 
alijoe for toolong, it'll recover from Ikiuu’ 
hit. It may even get a diance to re-charge 
lo full strengdi. 

’Kadi toy. (lood or fkid, lias ils owai ticks {jf 
jKHver, and dial varies, dejK'Eidingon 
which loy it is. For esample. fjesiie may 
1 leed to dt^i'iloy several ] )iieks 1 jefi ire he can 
aciLially hurl a 'I'aiik. 

‘Some fkxKl dbys are more powerful than 
others, and liave u h ) re dram a dc effects on 
the Harl Toys. Hx peri men I lo see wdiich toy 
(loos what, 

’Occasionally, a gotn! siraiegy miglit be to 
sacrifice a less tiowerfnl (ItxMlI’oy In order 
to elimitiiUea had one. 




Level ti: 7/ h * Wurehousv 


Where the Toys Are 

III I he fir SI S levels; I’ll lie oiil of sighi and ■ 
behind die stBieSj sending oul gill Ikixcs for 
Leslie lhar contain SjKUiersand Projedsles. 
I'Yieli of these levi-ls has sped lie areas lie'll 
um\ (0 go to in order lo eollcxU the differetil 
types of loys he can use to help him against 
the enemy. 

.■Mso, in each new level, I’ll be slipping leslic 
some new loys he hasn'l .seen in die previ¬ 
ous levels. 

Level 1 : I Iw l oy Foetory 



Tuyniiiking 

Aliiihirif 

(liiniuMU 


This is llif main manufacturing area of 
Zev'oToys. Throughout this level. I'll be 
sending \m boxes containing S|}olters and 
Project lies out onto the moving carousels of 
ilie liig toymakiug machines. Mi we U^slle 
over lo touch diem as they come around. 
Then theyll pop off ihe caroas<:l and hil the 
ll(H)r. Wheti the boxes burst o])en and 
reveal the loy inside, hurry up and grab It 
lie fore it disappears. 



I'll be sneaking new lypes (if I'oys onto 
file food counters here, D;.slle can pick them 
up the same way he did at die toymakiug 
machine carouscils. 



Hillk'r 

Tracks 


IjcsIie can pick li[) more uew toys from the 
nearest sei oi roller tracks, Icsliesliould us^.l 
the same collecdng tedinit[n(; he used in the 
Factory and Tafeteria. 

WARM/NG: Ecuii indimiuul ammel 
/fVW (oimter. /iml rrEkrlmk dis/amrs 
omi paftkularfy/^e ofSMer or PmjL'Ci Ik 
(k:cr Zc.vAe k ,'imTrfLsfuiiy ikdkd Ihis fyfk! oj 
loy/o hk /'// rntm? on io the m\xi 

ainnmd. coimter, or roller track 
ivhm^ I llsmd out ihvgij} amhdtdfi}^ 
flw next ty/}e of toy 


TOR ShCMT TIP: //ere k a ijakk and 
ium (myfor Lt'siie to Incrtme the amouat 
of loys dt his inmiton\ 

Throuytufal Leielv /-f/// lx* scattering 
hnxes along Ikefloor 
TheseJhx^r txLxex an^ dilJerent from 

the ones U'siiepkh njf <ni the cartmels, 
food (mnters, and roikr tracks. 

Bejon* U\dk touches one of these floor 
fxkxes. press the 70P RiGHJor LEFT 
HiflWA'Sto o'ckthmugh his Toy 
tnmntory until the name of a toyyfui esfie^ 
ciaily like or need mom of is dkpkmd. 
Then, irhen kstk mm's in amtacttfiih the 
fimir fxix, it II adii the eonkmts <f the txkx to 
the incentor}- of the hyym i>e sdected. 


TOP SECRET TiP: fn l£ix?is hj f il also 
Ix' sending out as many Frtrstandiry Toys 
as t mu, sokiHfpymriyvs ol)en. And from 
time to time, lit into .sneak Laslle a handy 
Santa Sack^ whkh ctmiains a (chote 
stfuadron ofChHxi Toysl 















The Security Cameras 


] i:ouJd kick niysull'br iiislalliu^ulit^iH. bul 
cadi ol'llic first 3 Icvds contains a ccrlaiti 
I mil ilicrof Security' (kiTiierHS that tlic 
{] Cl kcr^il t iscs 11J kc «:;]) it i s t^yc: oi 11 ii i 11 j;s, As 
loEig as tlicsc babies arc up ai hI workiitj^, 
U^slic Ls ^;oiina slay stuck in that level 
You've I'ulla lid]) iiitn takcliicm {jut witli 
liis sqtiirt |>un so he can make suiiit: 
irro^rcss lowanl !)atlsC{)tu[nan(] Center. 

Dtm'i be foolcdlty I heir irienelly taet^s. Trust 
me—IlieyTeJethal! Islienild kfiow: I 
a(;sis;ii(.‘d 'emi 

Sevuniy Sitiins ScriH*it: 

Ia^vvJs 1-*i 

You can Ibitl (Hit liuw niaity cameras are 
EMSSallwl in [x!vels 1-3 by pnissin^J START 
afiytimcdiiriny'^ain{! play, Thisdl paiiseMhe 
^anie and bring up die Sei’iirity Statu 
Screen. (Your presenLscore is showfi here 
as wellj 

The left-hand colinnn {if this screen 
shows iiow many cameras tiiere are iulltat 
level that [x.'sliebas KMtesiroy. A bullet 

point will appear next to the cam¬ 
era whose area Leslie is currently 
in. 

The rigid hand calunin si Hjws yon 
iiow many Active Defenders are |)ro1ed- 
itigeaeh eamera. 

Wiiat s a[i Active nelenderi'' Kead tin: next 
secdon and tbid out! 


/Arf/vt^ De fenders 

Kadi eaniera is itroiecuxl by a eerlain nuni- 
fjer of Acti ve Defenders. This nnniber is 
a conildnatton ol'tlie firsi-]ine-{}l'-de['ense 
Bad Toys [lear die eamera instailalion and 
tile second line of defense—the regiment of 
Tanks or other Bad Toys that directly 
surround the camera. 


ACTIVE _ 

FIRST UNE 

UF DEFEINSi; 

4^ 

DEFENDERS 

SECOND LINE 


OF DEFENSE 
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^f 7 ^sf Line 

Onlv's'o/^/f^ ol'tlie l^ad d'oys txdie c^mfronts 
in IjQvels I -3 are Active 1 )efenders. Tlie way 
to ideniify ilieni is to snejik a peek a I die 
(iei 1 e ra 1 ' s ve r\^ ow 11 com pu ler sc reci n w t li cl i 
is shown at the beginning of the f'ir.si 3 
levels! Read Dad's monitor carefully to find 
(uit which new l>ad Toys liefs aetivaied to 
batile [jeslie in tiie mm-caff/vnt arms. 
ITiesc toys arc tiol the Active 
Defenders. 



fft'tii'rai /tfI'fj's eitntpaler MoniiffF 

Instead, the Bad Toys Dad doesti 7 
order up i>n liis monitor will he 
part of the Active Defenders line-up. 

dliese ty|Tcs of Active I Jefenders [irii na ri 1 y 
hangout in the iinmediaiecamera area, 
and serve as that camera's first line of 
defense. This metins yon liave Ihj particu- 
1 arS y sn i: i rt suit i ng u p 11 ic f k x xl 'l\ jy s lo 
j knoek rbcm oui. 

1 


TOP STCRiiT TIP: Ihffihs 

Sllmi'. mid\\e%tT defemi 
cameras! 


Serond Line tt f Defense 

At niosi camera locations, when Ijesfic gets 
past the first lineof ilcfensts he'll ennmntcr 
a stjoadron of Bad 'I’oys — usually 't’aiiks 
surrounding the camera. Tiiis is the 
camera's second Line of defense. 

I jail die firsl line of defense is completely 
\vi|xxi ont. diose secoEid-liners arc dug in 
and invincible. At this point, (liereT no way 
U^slic can defeat them and get to die 
Scciiriiy (Yimera. 

Hnl wdicn l.tisliees destroyed iheenlire firsi 
line of detcn,s(^ (sr^e tlie/1c//T'f? De/am/er 
section, on page 17), diesecoml- 
lincr toys wilt lake olT after l.esiie in ho! 

[ a I rsLi! t. An d 03 ice they leave t he t r |i a itccted 
positions, they iK'Conic vulnerable to attack. 
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The Security Cameras (Contd.) 



SiTut ky Cumvni Imtnllniions 

Y(>u']l know yourij ai li S^'Oirity (Isunem 
iiisiallaiimi when you see the special ha/;ird 
lines. You1l also see llie camera itself, 
w'hicli is a toy elepliani head niourUed oti a 
pole. 

In myfraiment areas, ix^slie nii^ht 
etic{ainter any type of liati Toy — eve]] 

L]']C)se thiU are considered Active Defentlers 
w.'heT] they appear in camera areas, If ihtw 
toys are destroyed in the iioti-eainera areas, 
tliey wall tml l>e dedueU'd froni the Active 
Defejaier colnntti on the Securily Status 
Scree] L 


Don’t forget: Actual ,\ctive Dcfcniki^ 
arc only located in an area near a 
camera. These an; iheont.-s accounted tor 
on Ihi; Security SlatLis Screen. Ik; adviseil, 
ihoiigh, that kslie coukl still Eiieel up with 
other types of Had Toys — evec] in camera 
[ireas. 

A|;ajn, il' lit; destroys tfiese other toys, tliey 
w^on't count, els Ein Active Delender hit. 

As I me]]iioned Ixdbre, you c;tn see this 
Active Defender tEilly on the Security Status 
Screen, hadi time Icslie ohiiterates taie cT 
these Dad Toys, the Active tJefender nnmlair 
gtK^s dowai 


l(> 


Active Defemtve SVraff^^v 

when liislii^^cts ncEtr aca]ncTa EireEi, you'll 
Ix^ able to see how’ ]n:iny Ikid 't'oys there are 
defendin^^ the camera. 'I'liEii s estsy. WliEil s 
harder to I'igiire otil is: 1) liow jnatiy oilier 
first-line [ktd TeA'' Active Defenders Ijestie 
needs to get rid of Ixdbre he can take on the 
.second-line toys, and 2) which toys the 
first-liners Eire. 

Here's an example: 

Prtiss S'r.AR'l’ and check out the Security 
Status Screen. 

Ul’s say you saw on the Security StELiiis 
Screen ilisu this camera's nuniter of Active 
[fe fenders is 4. If you sec A d'anks in ilie 
camera's liEii^ard area, one Jeep tcK^ling 
around, and one Walking liatil) passing by, 
youJI hww lieu there's still nnc more 
first-line defetidta Iktd 'Iby to get. Hut if 
you’ve reEid the (leneral’s computer monitor 
like I t(.^]d you to, you'd knowMliEit Walking 
Bomlw tiond count hiert.' as an Active 
ikifendcr, and you'd Ixitter go after tliat jeep! 


Aiimw look itnnfmJfht! atmera k immv 
diute mcfNilyJbrfki’ Had Toys mfs/MaJli- 
tmi(ysefit out hy tlw Ckf/mii at the. hegia- 
uluy^ of the levei! 

After you find this tkid Toy, help [jcslie 
destroy il and dseti check Ixick willi tlic 
Si'CLirity Status Screen to see il yon w^'ere 
right alxait its idetitity. If yiiu really did 
eliminate that last firsl-line Active Defender, 
the nusiikr in that colnnui wall lx: the sjime 
Eis the number of hazard Eireji Dad Toys 
you’re lookin' at right now-! So waiteh out, 
'cause here they comet 

As the s^xond-liner toys approacli U’sKe, 
they’ll go on tfie attack. U'slie's got to avoid 
or tiestroy all of them in {)rdc;r to reach the 
camera, Wlien he does, the Taniera Torn bat 
Screen wall fade in and the one-on-one 
hEittle will Ix^gin. 
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The Security Cameras (Cunid,) 

Ccifiiem Stiiius /AnVI 

\\k Caiiicni ('oiiilut is about to stJirt, iliis is how tho xnm will look. Notice (hat tiiu 
Status Area fsas diaii|.^,etl. 



WAksm^.f/ 

hi-i liiilersulm' 
ww.v oui, Imic 


famera C^omhai Screeit 


liow miii'ti 
water Leslie 
left. 

Trunk Li!icr 


Slreum 


llnw much more 
waUT lj:slie 
needs to shoot 
into Uh: Iris untf] 
the camera is 
ileslroyeil. 


lens 


Iris 


IIP 


Scv'iiriU’ Ca/iieivj (htUrols 

Your eoiitrollor also wairks tiiflcreully diir- 
in|^ these showdowns; 



RUiHT 


BUTTON A 

SliooLs water 
slowly toward 
the point you 
aim at. 



IH 


Cumvm CoinhiU 

The key to deft^ating a Security Camera is tt> 
squirt w-^ater directly into tlie iris when ids 
open. 

The iris is located on the camera lens, and it 
stays closed nEitil you shoot (Hit one of the 
elephant’s eyt^. I ley, it's not a md ele- 
pharitl It's supi^osi'd to look cute a [id cuddly 
so voihIoeTi notice it s a camera! Atul since 
wheti do elephants lire If tsars'^ Hven though 
one eye is sliut, the canit^a still moves 
around and the iris <ipens. Shfxit out hidh 
its eyes and the iris opens and the camera 
freezes in place. 

WAkJSiNC: Whenhit, iheckphanl'st^cK 
^ipiyshu! tempt^rarUy When hath 
^mnre the im thses. 


When the elephant's trunk liglii hliiiks, tlial 
nu^ms it's charging ii}> lo fire a laser shot 
at you. 1 told you it was Tiasty, d’he faster 
the light Idinks, the smner it's gotina shoot. 

If one eye is closed, the catnera stops 
rechargiiig. if tlie second eye is hit and Ixilli 
eyes are ckised, it1l lose some of its laser 
charge. 

YonH know^ the elephanTs about to fire 
when lie gets this meiui look on his face and 
his eyc^s turn reti. Wlien he fires at you, 
Uislie s Powt^r Meter aiittimaiieally registers 
a hit. 


/.es/fr»\s SeruriV v 
Oiffiri ri Ijivoiinler 

liislie lost^i I powef tick for each kiserhil. 

Keep a close w'ateh on the Status Area dur- 
ing camera cornlial, kcause if liislie rnns 
out ofw'ater, lie loses a life! 

If the earner:! encounter causes leslie tr> kise 
a life, he'll leave the Camera (kmibat Screen 
aiid return to face tlie elustiT ofR:!!! I'oys 
near lln; caiueni instalbtion, as deseril>cHl 
on pages 14-17, This first line of defense 
wall be back in p]:!ee — fully arnu^l, :ind 
ready for :inother brittle! 


TOP SECRET TIP; Use a sim'pmg 
mmmieni with the water, spmytnp 
hack (i HiiJbrth across both lyes to get 
the iris hrsUi}'o^um a nuwmam 
amount oj time. 




































The Manhattan Model 



11 nukc^ il llimugh tlu^ first -ff Icivd^, 
you slu>ul(l jjjvu yoiirstiH'a iiHahil or soiiio- 
ihiug, kt'imse [ kiKjw it vv:jM]'l oasy. ]hi]'\ 
lol u]>, tiiougli, thQ touy^fR'St luvcl is aIxujL to 
k^iu. 


TKl^ (kuiE^nil's CoiTiniaiid (idiUT is IoejejIwI 
U[^\] above Ze‘VO Toys' MiiiEalure 
Miuihatlan Moki. i'liisis wiiLTC lJuelt: 
KeniRil]] held liis aiuinaJ tlhrislmas pa^eaul 
I or h L j I u I ret Is £ > 1 ' i 11V i t ed giujsrs. I rs f 1 Iso goUt 
lerritlcsli£)r[citt IjeslEc Ciifi use [(}get t£i Dad. 

The game |)lay siaris witli a {[uiek iTiovie 
sequence lhai shows [es]ie£>ji lop oi'one£>f 
die N'ew York skysera])ers. A toy airjilaiie 
fhal rims along a pulley ahem; llie city 
ci}nies Hying ljy, m\ !Jl^sliealltomat!eally 
latdK's {)Elio it. dlie rest £)]'(he level ts L]p (o 
you. 

IIP 

Makes the 
plane rise. 


Controlling (hr Airplane 


ii;i I 

Makes 
I he plane 
shw n<wn. 



Ki(;fiT 
Makes 
the plane 
speed up. 



10 


IIOW\ 

reuses the pJane 
to (leseenil. 


START HUrrON 

daiisc's game and hrings up 
Manhattan Model Status .Sereiai, 


Bij n a^ A 

Makes the plane 
speE-d up. 


Avoid erasliing iniotlic buildings atid wliat ihetierieral calls his "Hurty-hurly fIclEn spiers. 
leslieU kise I liek oE'[)£t\ver foread3 oflhes^: liics. 
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Li'slie^H Siiiiiis Aren: 
Mnithniinn Model 

Keep VEHir eye m tiic StEitus ArE:a eis vehi go. 
Wlial usceI It) hi die Toy InventE^ry^ itiElicaUjr 
is [iE>w' the Airplane no\VE.T [tar. The pl^iiie 
loses ptswer :is it g{)es, so every^ tslice in a 
wdiilc lesiicll liavc to lly it thnntgli a 
Recharging CdiT wlik'li is the Spiraled 
tulx: yEiuH see on soeite: hiiikiing Ptps, 

Iki earEiful as leslje Hies through tlie Toils: 11' 
he goes too Hist, thi^ plane only gets a niini- 
mid power boEist; if hv slows eIeiwii, flit^ 
plane gels a greater biKsst. Tlic Airplane 
IVweer Bardis|)lays die [iiaxiiiiiiiii Eiuinbcr 
of tieks availahle; tliere w^on’i Ik! any +' 
sigii l£) signify more. 

Leslie's lAves: 

Mnnhniinn Model 

In diis level, Leslie lt.^ses a life when die 
plane's |m)wit rnns oul, or if lie lakes tott 
many liits dial nse up hisprecitais P()wct 
M eter tieks. Youll know Iie^'s lost a life 
wdien he falls off-screen, lie'll restart at the 
last CehI he'ssueeessfully navigated 
tliroiigli. 

In this Icvirl (mly^ l^^slie tan pick up 
batteries that add t extra tick to his 
lh)wer Meter. 

tJt'hen leslie finally reaches die Eindofthe 
skyline, vehi'H see ilie big pietiire wiEidiw of 
Ikid's Con tin and f lei iter. You've gotta aim 
reid carEdiilly Iietc and get [eslie to trash 
directly into the window! [f he misses 
it and hits the building facade, he'll fall off 
and 1 Else a life. 



MnuhnOnii Model 
SOiius Sereen 
ITessing START [inytime diii'ing 
.Manliattan MiHld game play will pause die 
game anil bring tEjitlKi .Manhattan 
Model Status Screen. 

Oil tills screen you'll see y£>nr current up-to- 
dit‘-minute score and a MaEiliaitaEi ProgrE.iss 
bar I hat'] I sIiew yEin liow far I lie's etmie, 
at id how far he still ha.s to g{) kTorc reach- 
iiig die (;cm:raTs Command (.enter. Wlaai 
the Ikir's Eilxint to be filled np, gel ready and 
remeinkr wliatl just said about that picture 
window. (!et leslie to do it right and vicPnY' 
is ours! 
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Other Great Games From Absolute 


t hr (ht* Supvr iSES: 

MIPEK BA niETANK: 

WAR IN I'HE caJUTivi 

'...looks so real lhai vou'll Honder 
if it’s Super NtS orCNN." 

— Nintcndt) Powlt( 12/91) 

OfiLM>f [he niosi realislic, ^lutlnaitic niilitary 
j^:iTni[>layi]igL‘xperit;!iLV>i l^vlt! StatLMjf- 
tlic-ari \ilA! wtiaponry. a onl- 

oi'-taiik vk‘w, seaniig sound nflveXs, aJid 
spectJicuLir ^raphiis make you feel ynifre 
at the core {)!' the Persian (lull' VV[ir! 

Designed by (iarry Kitchen. 

On sale now! 




AMAZING TENiSlS’" 

''...ainaziiigly gcHid...David |(]rane| 
has succeeded in capturing the feel 
of real tennis...” 

- Millie]ido Power, .^/92 

11ie iiiosi realislic temiis [u>me video game 
ever! la, il 1 .si i (>i selecli oi i, 22 d i ffe ren t jda t les 
ofilepdi, and inolion-pictnre-tiiialily ;mi- 
ni ad on—it's I he iie.vl to thing to being out 
thereon the court yourselP 

Designed by David Graiie. 

On sale now! 


For (jcifiie Hoy: 

TI RN AND BURN™ 

‘^...Turn and Burn closely matches the 
real Dying experience of a navy pilot. 
Very^ hot.” 

— Nintendo I’ower 2/92 

A first -persoFi aerial iissanltsimuhiior, featuring a 
fully-anneil 1^’-14 lighter jet and inlense combat 
missionsi 

Designed by Dan Kitchen and 
Roger Amidim. 

On sale now! 




STAR rKEK®; 

THE NtXr GENERATIONS^ 

l^ani aboard tlie “tlalaxy TJilss" Stiirshi]) 
HiUcrprise^'^ lo explore sirange new workLs 
iKdtlly go wliere no one has gone before! 

Coming in Spring 1993! 


TM, @Sl© lW.O';3r:iiiHHJin I'ltUirt^. All Hi^i'S kLN-.TVi'il 
STAK I'KI'K is :t Ri'f^i-^KTnrrruiJininicrk urE^iTajiiiiuni Tu iiut*. 

















Other Great Games from Absolute 


lorihvMS: 


BA'rilEt'ANK™ 

.. .fasl-|m'cd, ijilertai ni ng.. .pknfy 
of action.” — (laiin: Phiyer's 

'Hie N KS lank game 1 \ ia1 

inifs inskle the lank! 

Designed by (iarry^ Kitclicn. 

On sale now! 




SPACK SHiriLE PROJECr'^ 


startlingly realistic peek at 
wliai true space travel is like* You 
w ill experience spacewalks and 
graphics so clear, they' re out of 
this wairld/' — Tiatnc iiiinrnier 

oH inlo six mp-firiorily niissions Imetl 
aeUial U.S. agency nperalinns! 

by John Van Ry '/an* 
sale now! 


RACE AMERICA™ 

“If yiiu’il like to burn some rubber 
on America's highw ays. Race 
America may be the perfect vehicle*" 

—Viticn Games and Compuler 

[jitcr1tU[iniei It 

I - or 2 player road nice excitement 
acrr»ss the IJ^Al 

Designed by Alex DeMef». 

On sale now! 
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Absolutt‘ bjUortiiinuirnt, Inc.'s 
LimitctI UO-Dtty Wurrunty 

AMiI'C: KiikilmiiiiiiTii. Im:. ■■Amiiiils.cilhu';iri^iii;sl ri.iiiil |[iir(]i;wT ithh[Mkln?piiki:LOiiirii1i r (a'Di^ruTii 'nl’iul ilie 

(;yiiMn';ik('(:i:iiiiL' rcion wkk lnlicJ'Foi'/HLiii i'.r'iiilwJkt] will h' fn^'bni ilck’Cl’iin inWi.its -.mi workiijiiiishiii kii u 
iiiiiL'ty (ynnctim from lln: diy lil juirLliMsi'. If yoiirCnini: I'nk hi\ 0:ik'S iklkiivi' iliirin^i tliiU pcrkJil; A]jsijIii-c loili nHiiiiiimt; liic wii: 
rciphu i.: fri'ij 

'nm!f)l:Lu:;i diixtiU'mnu; Wiimiiily \K\ \al iimJiliiinilirikiiiiiiin'iif.:. pniorol ynur purai.isu WLihthi'jiiirLtiiL'^' 

^LlU:l■iI^■'lL‘ll. ;i luiL'tsluli'ini'iii dr'in iihii i^^dknk'litl. rind^i Liry,!', >fdl-:ulilri.>.ktl l■llVl'l^l|ll:^^l■ 

W;irriiiily nfficiT 
Atj^uili; KrircrHiin:ii('ii1. Iiii;. 
ms, ikiNLllf) 

till'] I Ni:'A-Ji'T>i:'y 1^7'rvS 

'h'l;(2iil)6^M227 ' 

II y'oiir<jiiinur:ik fiiilMifUT Ihii^'inl i>l ilwi'Xl tliU' vv'Mrmiilv pmnLyon Mia\ rumi]! it li> AhsiiiLiU: KntL'miiininil Im- -a] ihi'UiWns-i. 

L'rik'r hir SJ:s iXi, A kiiei S5:itL':iic']iiili:MTikiip; lrit!ik'1('L'l, ninl lihirp^iMdl-UiijIru^SL'il jitiiniju'il 
I'rjvc'iijpi; ih:;:oHii; ro ir-[iMin:ir ri'pkii'^.;ik'kxtivi'Ciniin' J'liks iiliiTlIiL'uniJof itic iXJ-ibiv wiirriiiilv ihjnoil niiiv tsriifukiiwn [|| :iny 
Itriiu w:the ml iiiiikt; 

Wc ri'inniiiH'iHl tliiH ik'lkliVL'(p;iiin']';ik.h l>i'piti;ki«^C'il airL'Iiilk'LiriiEsi'irl iiirtilli'il Jiiait, ri'liin] nicipl r«| 0 [;stal. AliMi-iili' 
KnttTCUiwiisjiil. liLi:. kill nin In: n!i.|K:insiklcfor rqitm i]i};]k'1iTtivc' (kinit; Pik'. until [Jh^v hiivvIx.'iMi fL'L'L'ivL'il l>y iimii ihrinhovc 
liildrt':!^. 

This wiininiiy i>lirn:inl rolhmknriL' rnk ;iM)rif;i]i.jily .iipplkd k ,M.isoliiN'l':iiii,Tt;iiiini,.'3ri. hic.. ;j]id isnoi uppliriihk timiel^roKrj:ii 
Lrnibiitiu'il OR diu ciuiiH.' Piik. I'lii.s wurriiiily will imi tji.' ’Kiiion'il jf itu' dckx'i: h;Ls Rrisi'ii ihriiu|;h ubiisi?, iiiihiri^iyin Ri, irnproimr Uiiic 
ofiJ-n'Cmru^ r;ik.ni:HkvUEr jioT]if;iJw(:r.irRiiiJn^.ir. ■ 

nttS WAIfkANTV IS IK l.lHki tirAlItmiJ-k ^^'AKKAKni'X, WUliniKKtJl^Af.nH ^'Kirn'iN, Bl'KKSSnk IMI'JJf-;!). LNdtiOl.MdANV 
WAHHAMT OrAIkkCflAKTAKII.m' tJK ETrSkSS KOK A I'AI^TH'CIAN kCRPtJSK. AKUNno'lilhiH RJ'kh:F:s^;NTA'J1VKS UH CJAIMSOF 
A N \ N All M W11J. IW, 11| M )1 n JK OR I JRl Jt lA I V. AliSt)] .U ['K FNTKJa'A IK M KNIISHIK N! > tVKN'k W31 ,|. AlCSf 51 .t;ii: RNTRH'J A IK- 
MEN'T, IKC. lililJAiH.KF(>k SPKtilAJ., iKClDl'iKN'AL. ti'R CON.SEnLH.NllAI. DAMACKSKK.SI.l.TINCl l■■K(5MPOSSESSION, USHtlK MAI.- 
PtjNi.:nt)N t5F-niJS CiAMK I'AK OR I^PtHiKAM, ING.I :l HK(i DA.VIACE m ]'H( HWtY. ANO TtcniE EViPNi I'EllMmitl) 11NDRR niF 
J*AWJ>AMAC1 |;sJ''{)R Pi;RSt5NAI.lN|IJKV, LVLN irAHS{5[JJrH ^:^n‘HRrA]N^tP.^T. tKO. MAS ISFiiN PKKVIOt.iSI.VAfiVESHMtJP'lltl'] 
l»OSStMIJJ n't5PSI'Cll DA.MAtil'iS. 

THE PK00RA.V1 IS St51.1 ^ "AS-lS” AM5 M) WAitk.yS'llFX tXI'RPXS OR IMPl.lFn, ndtTSINEi WARPANTIKS FOR MKROI lANTAlliJJTY 
t iR FI J NF.SS < m J'l iKl't ISK. W |] J, 1SF AITIJCA ni.F:. 

SOMF S FA1T:S I5t} Kt5 F AIJJPA' [JMI'I'A nt INS {5N I \i W U iNt; AN IMIi.lKO WAPRAmT 1.ASTS AKl 5 ''OR it IE EXOITSIOK EkR UMI- 
TAT lOK OF I K( :i 1 5EKTA to 5R {;:( 5NS[:Cll I EN il A] . ] 5A .VI AOF.S, St 5 ri 1 E AI y 5 V K I .I M ITA'llC 5NS AN n/( 5R EXt:i .1 iSk 5N (5R U \ai ■ ATI! IK OF 
liAnilllY.MAV N[5FAITJ.VTtj V(5li IKlSVl'ARPANITtllVFS VOL SPKtilAl.lJ'iCAI. RRUnS. ANOYtH MAV MAVEOTMFM RJOillS 
li'EI[t:i[VARYFR{5MSTA'IETC5SIAiF. 


HA¥mG mOUHi FtHmNG Ottfl GAMiS? 

THEM CALL QUB TULL-FBEE BmBEB JO CB0EB OmECRY: 


1 - 800 - 237 -B 400 

ASKFIHlEXTEIISmMI 

{VISA MA S TBBCABD sccepted A po$tpgs and bandting charge of $4.00 
wdS be addod to order. New Jersey residmts add 6% sales tax} 

PLEASE MOTE THAT THIS NUMBEB IS FOB OBOEBS OMLY. IT tS HOT 
EmPPiO TO MAMDLE TO HAHOii SAME PLAY COM/tSiUMO mESRQMS. 









Factory iSotcs 








Factory ISotcs 




































































































